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WELCOME TO 


Loo 


his issue of FirstLook is by 
q far the biggest we've 
ever produced! We could 


say that it was down to our 
own hard work, hassling 
developers and publishers for 
access and such, but really it’s 
all down to gamescom. 
Europe's biggest annual 
games event was bursting with massive titles this 
year, and what follows in the next 80 pages are 
previews of every single game we saw on the 
showfloor and in the Koelnmesse’s fancy business 
area. Some titles are big, some titles are small, but 
we endeavoured to give every game a fair slice of 
the spotlight, be it via hands-on impression pieces 
or game demo synopsis. 
As a result of that commitment, this month we 
had to sacrifice our usual array of features and 
interviews, but rest assured they'll all be back next 
month. However, we did secure enough space to 
run our first-ever Playtest feature, which sees 
strategy specialist David Brown putting Total War: 
Rome II through its paces. 
Enjoy this issue, it’s a belter! 
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ENTERTAINMENT 


ou can keep your Burnouts, 
VV exrncio Derbys, and Twisted 

Metals of this world, as our hearts 
only belong to one destructive racing 
series, and that’s Flatout. Little-known 
Finnish studio Bugbear Entertainment 
forged its name with this criminally 
overlooked series which melded 
banger racing with the performance 
and customisation angle of Need for 
Speed Underground. Alas, Flatout 1,2 
and Ultimate Carnage are at least six 
years old at this point, with the name 


never get another good Flatout, but 
what's in a name really? 

Bugbear don't own the Flatout name, 
but their next effort is undoubtedly a 
spiritual successor, boasting destructible 


tracks, fully dynamic car damage, freedom 


to.customise vehicles and Destruction 


Derby events in addition to races. Next Car 


Game is still early in development (hell, 
even its name is a placeholder), but the 
game has a proposed launch window of 
early 2014 with all those that pre-order 
the game gaining access to a demo build. 
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now in the hands of Strategy First after We need more racing experiences like = 3 Sas 
Atari's liquidation, even though Bugbear this, and Bugbear’s pedigree really cannot 
created the series. The likelihood is we'll be understated. 
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TROPICO ae 


aemimont has come to 
own the Tropico series 
through their own brand of 
dark humour and accessible 
management gameplay, but for 
the fifth entry, El Presidente is being 
pushed into a new era. Well, multiple 
eras in fact. Players no longer control 
a lone Dictator during the Cold War, 
instead their political guidance begins 
from Colonial times to the modern era 
and beyond, with power transitioning 
to the siblings of an original Governor 
who has to win independence from 
an island's imperial overlords. Game 
rules, objectives and tech change 
in line with the different eras — split 
into Colonial, World Wars, Modern 


PUTIN LEGACY FIRST 


Times and Future — transforming a 
playthrough regularly. Management 
gameplay is still a case of erecting 
buildings, signing dictats, stomping 
out dissent and playing political 
‘Hacky Sack’ with USA, Europe, Russia 
and China, but missions are framed 
around historical context. 
Haemimont are even planning to 
add competitive and co-operative 
four-player multiplayer into the mix as 
well, propelling Tropico further into 
untested territory. There's a lot of risk 
associated with changing a winning 
formula, but Haemimont has earned 
the right to do their own thing. 
Regardless, nobody can say that 
Tropico Vis lacking in ambition. m 


Click here for up-to-date 
prices and offers now! 
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STRONGHOLD: 
CRUSADER2 


GIVING FANS WHAT THEY WANT 


W: development budgets retained the simplicity of castle building 


PREVIEW | 


soaring, it's only natural that and point-and-click unit management, 

studios look to design games which gives Stronghold Crusader 2 an 
to appeal to as many people as possible. identifiable pastiche appeal. This is what 
lronically, it’s Firefly Studios dogged RTS games used to be before swarms 
determination to not bow to this conceit of continent-wide battles clouded the 
that makes them stand out from the genre's appeal with complicated Ul and 
pack with Stronghold Crusaders 2. clunky mechanics, and it’s great that one 

The successor to the 2003 original is developer out there recognises that. 

targeted specifically at old-school RTS/ SCII’s existence hinges solely on fan 
management fans and boasts the pledges via crowd-sourcing site 
same kind of castle-building options Gamasutra, which is rather poetic really. 
the original was known for. However, Firefly are making an experience for their 
layered on top of that easy-to-grasp own fans, and suitably enough it'll be up 
appeal is a host of new units anda full3D | to those same fans to ensure the studio 
engine. Refreshingly, Firefly seem to have gets enough funding to do a good job. m 


Click here for up-to-date 
prices and offers now! 
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As if to address the fact that F1 and drivers into Fl 2013 to spice 

isn't exactly a thrill a minute at the things up. Coulthard, Mansell, Prost, 
moment, with ‘Herr Vettel’ winning Berger, Alesi, Andretti, Schumacher 
almost everything, Codemasters are | and more feature and we can't wait 


To call Air Conflicts: Vietnam a if they choose. The latest Air chucking a load of historical tracks to meet them all out on the track! 


flight sim is slightly misleading. Conflicts doesn't shift that trend 

Traditionally the series has been and nor does it need to, with 

viewed as the Rogue Squadron a campaign which follows the 

equivalent to the rest of the flight | exploits of US Air Force pilot Joe VIET ANI 
simming world’s X-Wing and that | Thompson during the height of ; 
analogy is about right. Sure the the Vietnam War. 

series has always boasted real- No doubt Games Farm has BYS 2 \s,,,.0 o 
life aircraft, historical settings, got the soundtrack covered, but —— = 
and cockpit views, but the what has us really excited is the 

controls have always been on the | promise of being able to pilot 

accessible side, with players able America’s early jet fighters in a 

to shoot down enemies easily period when the gun, not the 

and skip take offs and landings missile, ruled the aerial roost. 


fl r 


Driving across America’s heartlands in | seems less and less likely to pass. 
a souped-up Cadillac with the radio Thankfully The Crew might be able to 
blurting out country music is a dream | help us fulfill that urge with dozens 
that even our spouses con't know of licensed cars and a game world 
about, yet with each passing day it based purely on the ol’ USA. Sold! 


After several delays, The Dark Eye: ready for public perusal. There aren't 
Demonicon finally has a PC release any other major fantasy RPGs out in 
date. For months now, Noumena has 2013 and we think Demonicon could 
been polishing their darker than dark | happily fill the void until the next 
RPG experience and now it seems Dragon Age rolls around. 


Blimey, would you look at that light of day. No doubt the PSP 
platform list up there? FIFA 74 is version of FIFA 14 will be light 
coming out on every platform years away from its modern 
that still matters, as well as counterparts, but it's good to 
those which are currently see that at least one publisher 
languishing in your cupboard out there is still putting out 
desperately waiting to see the games for the old girl. 


Nintendo is slowly making 


If you're one of those 
steps towards that potentially 


patient people who 


The Deponia series is the funniest 
and most unpredictable point- 
and-click adventure series out 
there, and Daedelic are currently 
putting the final touches to the 
concluding chapter of their soon- 


to-be beloved trilogy. Rufus 
and Goal’s journey will soon be 
over, but the question is will the 
bungling hero get the girl of his 
dreams or will she finally wake 
up to his idiocy? 


world-ending Pokemon 
MMO. In the next game, for 
example, Game Freak are 
allowing players to transfer 
their captured Pokemon 
from the Pokemon White/ 
Black to the new game X 


and Y via a new subscription 
service, dubbed ‘Pokebank’. 
Nintendo are testing the 
waters, mark our words. 


waits for games to get 
bundled with their requisite 
downloadable content 
before purchase, then 
youre in luck as Borderlands 
2 will soon get bundled 
into a packed Game of the 
Year Edition. The majority 
of the game's DLC released 
during the past 12 months 
is supplied in this pack. 


erernge 


¥ Www.pegi.info Sg oa eee RS : A 7 Diver 
PROVISIONAL a" s ; : = ; 


: ae Ae WS 
Qemerzines 


Pie 


, an a oe oa =" ee, — <> > Se 
FirstLook ¢ = >» 


PREVIEW 


TITANFALL. 


FirstLoo 


wis 


ver since Call of Duty: Modern 
Pic: was released in 2007, 

developers (for the most part) 
have been drumming along to the 
same multiplayer shooter beat 
involving fast-paced combat, small 
map designs, level-based character 
persistence and confusing buffs/ 
perks. Hell, even Battlefield clamped 
onto these modern obsessions, 
streamlining what used to be a more 
tactical and deeper experience. 

Simply put, the not so humble 

mainstream shooter has needed 
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Gundam gonna get cha! 


genuine innovation for half a decade 
now, and where others have failed 
Titanfall delivers. 
Respawn Entertainment has 
crystallised that high-octane Call of 
Duty formula in Titantall, offering that 
same fast-paced moment-to-moment 
gameplay while at the same time 
offering a sense of unpredictability 
that only comes with players being 
able to call down a giant robot from 
the heavens every few minutes. 
Interestingly, Titanfall doesn't have 
a traditional offline campaign 


component, instead the plot is 
integrated into the moments prior to 
competitive matches. At gamescom 


“Respawn 
Entertainment have 
edly that 
igh-octane 


Call of Duty formula” 


we had the chance to play not one, 
but two matches of the Attrition 


¢ 


game type on an urban map titled ‘= 
‘Angel City’ which saw the incumbent 
military IMC force take on the 

resistance MCOR contingent, with the 
aim of retaking a captured Titan pilot 
named Barker. 

Prior to hitting the battlefield we 
had to choose from three different 
pilot classes (Assault, Tactical and 
Close Quarters Combat) as well as a 
specific Titan design (Battle Rifle, 
Heavy Weapons and High Explosive) 
—all of which had their own 
weapon loadouts with theBR > 


A mobile target is a 


hard-to-hit target. 


Soupy [R103] oo 


ss 
mech packing a Vortex Blocker which spawns we got to grips with this 
catches ordinance mid-air via a powerful movement system. 
magnetic shield before sending it back We clambered up the sides of 
to where it came. However, even when buildings, scaling multiple floors in a 
4 outside a Titan in vulnerable, human few expert wall dashes to gain the high 

fleshy form, each class has enough ground on a rampaging Titan below. 
firepower to take down the towering A few quick shots from our rocket 
mechs via a Magnetic Grenade launcher and the giant robot was toast. 
Launcher or Sidewinder rocket launcher | Only we hadn't noticed that the pilot 
in just a few shots. It's this delicate had ejected before the final killshot 
combat balance which makes playing landed until moments later, when the 
Titanfall so engaging, as both soldier sneaky devil vaulted onto our rooftop 
and Titan forms have their own set of position and broke our neck in one 
weaknesses and strengths, and success is | swift melee hit. 
governed by making the most of these Skirmishes between Titans and 
tactical deficiencies at any one time. soldiers feel fair, with both parties 

In any other type of multiplayer vulnerable if the player isn’t using their 
shooter, if your enemy is inavehicleand | head. The option to call a Titan into 
you aren't, the likelihood is they're going | battle takes a couple of minutes to 
to kill you but in Titanfall the human charge, and from there players can call 
form is substantially more versatile. itin when and wherever they wish. This 

All classes can run along walls, move is a masterstroke as it eliminates 
double jump and use their boosters to that familiar Battlefield trope of everyone Players will be jumping in and 
get from rooftop to rooftop quickly and rushing to or camping vehicle spawn out of Titans at will during battle, 
skilfully. We're happy to report that once | points on maps in order to increase and the transition between 
we began our match, within a few their kill proficiency. Titanfall doesn’t +» Eee ae Ce 


ve 
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Sy had to stop them. During this part of 
=~ the match there was no respawns 


have vehicle spawn points andthe pace | Titan to avoid enemy capture is also a and even though our character died 

of matches is much more frenetic and brilliant touch. trying to attack the drop ship 4 totally 
full of natural highs and lows as a result. All these great moments happened valid tactic by the way), it was still 

The streets shudder with heavy in such a small time frame that it was entertaining/hilarious to watch the 

rocket fire from mechs one moment, impossible for Titanfall not make a competing team scramble to save their 
while the next they're riddled with more | joyous first impression, and even lives while being chased down by our 
traditional human-on-human skirmishes. | though the titular mechs may attract all | entire team. The whole match lasted six 
The map itself catered for 16 players the attention, there are plenty of other minutes at the most. 

eight versus eight) with Al soldiers also impactful touches that make Respawn's Titanfallis an experience laden with 
joining the battle. To be totally honest, debut feel innovative and unique. impactful innovations both big and 

the battlefield was a bit small for our = Ss 5 ISS ae small, which when combined create a 
tastes, but no doubt bigger gameplay formula unlike anything 


“UT: ° 
environments for higher player counts Titan fall is an ' experienced before. It’s fitting that the 
are in the works. When playing Titanfall experience laden with studio which changed the multiplayer 


there was just so many neat ideas i mpacttul innovations \ shooter genre with Modern Warfare has 
coming to the forefront that we couldn't th bi nd small” come back, albeit under a new name, to 
help but chortle with glee while _ both big and small” do it all over again. Look out Call of Duty, 
playing. Like seeing a Titan pick up a Titanfallis gunning for your throne! 


friendly soldier and placing it so Once the match was over and our 

delicately within the mech’s own torso, team reached the appropriate kill count 

while in another moment we saw those | (signified by the word ‘Victory’ flashing IQ 
same giant metallic claws being used onto the screen), the prologue segment 

to rip an enemy pilot out of his own kicked in. As the IMC had failed to Click here for up-to -date 
mechanised suit. The ability to ride capture Barker they were withdrawing ; a off f 
mechs and have the Al take over the to. an evac dropship in the map, and we prices ana olrers now: 
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WAR OFTHE VAINGS “4 
ANDS-ON PREVIEW We 


ar of the Roses wasn't the easiest sell to 
Wi: multiplayer-loving crowd. Featuring 

a setting ripped from England's 15th 
Century tug-of-war between York and Lancaster 

Wan loecrat for the Crown, the game lacked the kind of 

WIIG mainstream appeal of other online pursuits. Yet 
despite that hard to digest setting, the brilliance of 
this medieval brawler still shone through, thanks 


PUB: PARADOX INTERACTIVE 
DEV: FATSHARK GAMES 


LAST GAME: WAR OF to an innovative direction-based melee combat 
THE ROSES system, and plenty of combat classes, tactics, 
PLATFORM: PC weapons and helmet plumes to choose from. 
ETA: SPRING 2014 The point is Paradox Interactive and Fatshark 


pretty much nailed the drama of medieval combat 
on their first try, with maps that accommodated 
jousting on horseback, sniping with finely aimed 
TWITTE R arrows and strafe ballet with mighty two-handed 
axes ON Maps supporting as many as 64 players. 
fa @PdxInteractive However, with that choice came a lack of depth 


Necenar or brave Satemsienup aS Players could switch between archer, rider and 


iad | ipwofhikiteeten!  _Walrior on every spawn. Battles became more 
@TheWesterFront about selecting the right class at the right time for 


one eee eee the benefit of the team rather than perfecting a 


Simulator 2014 as a teaser for 


War of the Vikings. particular role, and this is a problem the sequel is at’ . 
@FatSharkGames sprinting head-on to eradicate. A 
DeSean eta War of the Vikings is more than just a sequel, i\s 
SB) ic itong =! though. Fatshark has flung the series’ setting 


centuries into the past, during the Viking invasion \ 
of Britannia during the 9th and 10th Centuries. 
Teams are split between Saxon defenders and 


TWEET US @GAMERZINES 


Norse invaders with battles feeling noticeably ; | ‘i a 
more gritty and brutal. The Alpha build we \ cn “Fatshark has flung the series’ 
sampled involved small yet intense maps with re oR Se setting centuries info the past, — 


during the Viking invasion 
of Britannia inthe 9th and 
1 Oth Centuries” 


a a 


Ree 


three different classes to choose 
from: Champion, Skirmisher and 
Warrior. The Skirmisher was an 
all-rounder with bow and one- 
handed axe, the Warrior had a 
typical shield and sword setup 
~~ with throwing knives, and the 
el Champion wielded a two-handed 
\ x "Wl axe capable of one-hit kills. The 
Lh | F core means of attacking enemies 


hasn't really changed, with players 


Character customisation 
options this time include beard 
selection in addition to creating 
your own coat of arms. 
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: Wooden shields are 
Pee full of fibre goodness! 
: This fella couldn't help 
but have a nibble... 
= 


selecting a direction of attack 
first, holding the Swing button 
down and then releasing, with an 
opponent able to block or parry 
if they anticipated the direction 
correctly. Only now there's a 
meter at the bottom of the screen 
communicating how powerful 
said swing will be. This small Ul 
touch helps combat massively, 
as now players know for sure 
just how much damage they're 
about to cause, with red number 
damage indicators confirming 
the hit. The ability to dodge and 
quickly sidestep away from attacks 
also helps, which is another new 
touch to help vary up one-versus- 
one skirmishing — it’s no longer 
about running in and swinging 
away, there's more to it than that. 
Fatshark has also added the 
ability for classes to sprint without 
affecting their stamina gauge. This 
serves the purpose of quickening 


Smaller environments 
mean that those pesky 
archers aren't anywhere 
near as pesky as before. 


the pace of matches as players 
can get to each other quicker, but 
it also makes the archer's role that 
much harder, as every enemy has 
the ability to hastily escape or 
dodge an incoming projectile. Of 
course, countering that, chasing 
players can also tackle sprinters 
when in motion, winding them 
on the ground allowing time for 
a quick stab to the chest. 


“Every enemy has 
the ability to hastily 
escape or dodge an 


incoming projectile.” 


Taking cues from beat-‘em-ups 
of old, Fatshark has given each 
class a much greater chance of 
surviving any encounter they 
might find themselves in. This 
can be seen in giving warriors 
throwing knives to drive up close 
and take an archer out. Likewise, 
the Champion who can bash a 
warrior's shield to splinters if he 


¢ = 


or she is defending parries too 
readily. That leaves the archer in 
the cold a bit perhaps, but the 
two maps we sampled, Monastery 
and Gauntlet, featured a number 
of cover spots with small holes 
offering an opportunity for 
a pesky bowman to strike. 
Obviously this balance discounts 
a player's ability to make their 
own classes for specific scenarios, 
but overall Vikings felt more 
balanced overall. 

Fatshark has clearly thought 
long and hard about the fl 
deficiencies and imbalances of are f 3 | 


ja 
~ 


their previous game and has "@ < 
already implemented changes to ) /} 
neutralise them. War of the Roses | ‘ 
offered the most enjoyable = 
medieval multiplayer around, and 
War of the Vikings is set to tweak, 
improve and expand on that 
appeal. Medieva 
warfare has 
changed, prepare 
to step out onto 
a whole new 
battlefield. m 
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A shooter with a soul 


ake no mistake about it, in the first- 
Mi person shooter stakes, Wolfenstein: The 

New Order is as brave as they come. For 
all intents and purposes, MachineGames could 
have very easily phoned in this sequel/reboot 
which once again pits unstoppable soldier “BJ.” 
Blazkowicz against the followers of the Third 
Reich, but instead the Swedish studio has put their 
awn spin on things by getting rid of the slapstick 
Silliness of pop culture's favourite bad guy and has 
instead emulated their most sinister intents. 

For proof of this, one only has to look towards 
olfenstein’s antagonist and head honcho, Nazi 
scientist General Deathshead. Aside from having 
a name which would make G.l. Joe’s nemesis 
shake his head in disbelief, this nasty peace of 
work became the star of Wolfenstein’s 40-minute 
hands-on demo at gamescom. The session began 
at the beginning of the game's campaign in 1946, 
with BJ. and a platoon full of other Allied forces 
assaulting the HO of Dr D. 

Flanked by three other Allied soldiers, one 
gruff Englishman, an even gruffer Scotsman and 
one cocksure Yank, B.J’s climb up the castle was 
the typical FPS mix of stealth, turret sequences 
and crouching through small holes. Running 
and gunning in typical Wolfenstein style was still 
possible though, and when we got into trouble, 
the edge-led cover system allowed us to lean in 
and out of safety quickly while popping off any 
enemies in the way. We didn’t come across any 
mechs though, those were being saved for later. > 
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“The Swedish studio has put 
their own spin on things by 
getting rid of the slapstick 
silliness of pop culture’s 
favourite bad guy and has 
instead emulated their most 
sinister intents” 
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Prior to meeting Lifefoot MD, 
sorry Deathshead, we wandered 
into one of his labs laden with 
skinned human subjects propped 
up in a manner Event Horizon fans 
will know too well. Being suddenly 
met with these kinds of sights 

in, what was up to that point, an 
immensely polished yet traditional 
run-and-gun game shifted the 
tone entirely, especially when the 
nearby GI behind us mentioned 
the ashes of former subjects lining 
the floor of the room. Now when 
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written in black and white the 
tonal shift sounds daft, but in the 
heat of play it worked well. 
it harnmers home the 
importance of the continent-wide 
conflict to the player and just how 
truly messed up the antagonists 
are. Obviously history itself can do 
that, but having it personified in 
front of the player gives it more 
relevance. That feeling was further 
crystallised when we finally 
met the troubled MD in person, 
moments after BJ. and his crew 
were neutralised by gas. Once 
awakened, the player character is 
met with Deathshead’s face and is 
asked to make a choice: which of 
your fellow soldiers are you willing 
to donate to the scientist’s twisted 
brand of medical research? The 
choice is the player's by a flick 
of the left thumbstick, but both 
subjects will plead for their life in a 
genuinely heart-wrenching scene. 
We're in the business of 
covering games, not spoiling 


them so we won't detail what 
happened in this demo after this 
point, but we can say it surprised 
us in a way we weren't expecting 
a Wolfenstein game to. 

Shooters generally shy away 
from communicating the inherent 
brutality of human cruelty, but 
MachineGames'’ effort revels in it. 
These moments are used to firm 
up the foundations of BJ's no- 


“This is the game id 

Software would ‘ve 

made if they were 
brave enough” 


nonsense, all-action character and 
his undying motivation to fight 
on even when utterly outgunned 
by Nazi mechs, drones and other 
advanced threats. That persona 
extends to B.Js fully characterised 
allies too, and that challenge only 
gets worse once the setting shifts 
to decades after the war. All this 
characterisation and violence 
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happens in an obvious way akin 
to a Quentin Tarantino movie, 
but that doesn’t make it resonate 
any less and for a shooter that’s 
really impressive. 

The only thing MachineGames 
needs to be very careful of is how 
often they play their dastardly 
Nazi card. Our gameplay demo 
was packed full with some 
uncomfortable imagery, and while 
the fact that it’s there at all is brave, 
resorting to that tactic too much 
can nullify its power. As a shooter, 
Wolfenstein has all the bases 
covered, but it’s the context of this 
world and the characterisation of 
its key players that holds the most 
promise — this is the game we'd 
like to think id Software would've 
made if they were brave enough. 
Sure it doesn’t have any 
multiplayer modes 
(yet!), but really 
who cares? 
Wolfenstein is back 
and its brought 
its brain along for 
the ride! 


Click here for up-to-date 


prices and offers now! 
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Marooned on the Bleakrock Isiand searching for skeevers... 


his month was a big one for 
T= Elder Scrolls Online. First, 

Bethesda announced that their 
MMORPG will ask players to pay a 
monthly fee to retain access to servers, 
and then against all odds they 
confirmed that TESO will also appear 
on both Xbox One and PlayStation 4 


PUB: BETHESDA 


DEV: ZENIMAX after launching for PC next year. Both 
ieee of these decisions raised a significant 
PLATFORMS: PC number of eyebrows. Firstly because 
PLAYSTATION 4, the subscription model is almost 
XBOX ONE dead in the MMO community, and 
ETA: SPRING 2014 secondly any fan of the humble 
ee MMORPG knows that playing them 


on consoles unreservedly sucks. 
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shore and that apparently our soul 
had been stolen. A cinematic to 
properly introduce players into the 
world is still in development, but from 


It wasn't until after we spent 90 
minutes playing TESO at gamescom 
that we began to understand the 
thought processes behind both of 
those decisions. Despite certain 
assertions from Zenimax Online 
Studios, this experience is very much 
an MMORPG. Our time on Bleakrock 
Island, suitably filling the role of a 
starter isle/tutorial area, proved that 
beyond any doubt. 

After spending 20 minutes or so 
creating our Argonian Sorcerer we 
spawned into Bleakrock, having been 
awakened by an NPC who explained 
that he found us unconscious on the 


“Rather than mess 
about with all that life 
and death nonsense 

we decided to help up 


a random civilian” 


there we were free to explore the icy 
landscape ahead of us in any direction 
we wished. There was a much 
grander story arc at play involving a 
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dark covenant worshipping the 
Daedric gods on the island and a 
pesky bandit clan who kept 
kidnapping villagers for whatever 
reason. But rather than mess about 
with all that life and death nonsense 
we decided to help a random civilian 
who wandered into our path, calmly 
explaining that his friends had been 
transformed into skeevers by an evil 
Necromancer. We found his friends 
by simply following markers on the 
mini-map and using a magical stone 
in their presence, and from there we 
came across another random 
rambler who wanted us to venture > 
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into a cave to save her missing warrior 


band. Now this quest was actually 
quite different and involved reasoning 
with a ghostly apparition driven mad 
by loneliness and greedy adventurers 
trespassing into his domain, and it 
was at this point where the distinctly 
MMO-like structure of TESO felt a bit 
more like Skyrim. 

It's the high calibre of stories 
inherent to Bethesda's consistently 
inventive and engaging quest design 
which has enabled The Elder Scrolls 
series to stay relevant when so many 
lesser RPGs have faded away, and 
TESO is undoubtedly at its best when 
it follows that tradition. 

Further adventures involved being 


transported to the Daedric realm, 


searching out relevant factual material 
ona recently deceased adventurer's 
shelf, and stealing the hidden innards 
of every chest we found via skilful 
bouts of lockpicking, with all of these 
opportunities for world interaction 
coming across organically. 

Zenimax has recreated Skyrim’s 
level of environmental interaction 
expertly and the world therefore feels 


much more ripe for random 
exploration as a result. 

The more established MMO tropes, 
like having a hot bar at the bottom of 
the screen and scrolling through 
multiple skill screens to have an idea 
of where to invest skill points, we 
weren't fans of. Still, this series’ 
tradition of only levelling up areas of 
expertise that you use remains. Players 


“Zenimax has 
recreated Skyrim’s 
level of environment 
interaction expertly” 


still choose to spend those points 
towards different combat skills, so it’s 
possible to level up the Dragonknight, 
Sorcerer, Nightblade and Sorcerer 
archetypes in any manner you wish. 
Combat on the other hand 

seemed simple enough, with the 
ability to roll away from attacks, block 
and chuck out skills by pressing a 
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numerical key, It'd be easy to imagine 
that the console versions of TESO will 
sport a similar system, only the hot bar 
abilities will be tied to buttons ora 
press on the D-pad instead. 

Overall, our time with TESO was 
enjoyable and proved to us once and 
for all that ZeniMax can combine the 
hallmarks of the titular series with 
common MMO staples successfully. 
Our time on Bleakrock was hand- 
holdy, but that's to be expected from 
a tutorial zone. 

Unfortunately we didn't get to 
sample TESO's ambitious PvP 
component, which features hundreds 
of players fighting to retain possession 
of individual regions, castles and 
towns in the name of their clan ina 
persistent realm, but no doubt that's 
being held back for 
future reveals, Wrap 
up your time with 
Skyrim boys and girls, 
soon they'll be a new 
Elder Scrolls in town! m 


Click here for up-to-date 
prices and offers now! 
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HANDS-ON 


Neural Damping 
Confers +20 Will when defending against psi 
attacks, and immunity to panic. If the soldier is \ 
Mind Controlled, the control is cancelled, and the 4 

soldier is stunned for 1 turn instead 


New tools, same war 


love XCOM: Enemy Unknown. distinctly mech-flavoured, Enemy | CLICK TO SELECT , Cam) 


[ et’s get this straight, we friggin’ its first expansion in the guise of the 
Firaxis’ turn-based strategy Within. Rather than this expansion 


reboot with its unforgiving level of offering a new side campaign or and kill, new multiplayer game modes | the MEC Trooper. The G-Mod Soldier 
difficulty, limitless customisation anything like that, this content slides and two new research rooms to boasts super-human strength and is 
choice and sci-fi alien invasion setting ————————— clamp onto your underground HO. able to vault a single storey in one 
; struck a chord with us more so than UT: . Now Enemy Within's ominous- leap, while the MEC Trooper wields 
DEV: perhaps any other game released last Th IS con fent s li des sounding title refers directly to the a special Mechanised Exoskeletal 
LAST GAME: year. Enemy Unknown was one of the nicely into E. nemy unethical means the XCOM enterprise | Cybersuit which boasts a handy- 
few strategy experiences that crossed Unknown 5 existing is using to give humanity a foothold in | dandy shield that can act as 
PLATFORM: the PCand console divide without freeform campa ig n” the war against the Sectoids. We're improvised cover for other troops, a 
sacrificing its core vision or control talking specifically about two new flamethrower and a grenade launcher 
ETA: scheme, and small yet significant sss S—\—\_<_—_—_— research rooms players can add on to destroy cover and whatever might 


portions of both audiences absolutely nicely into Enemy Unknowns existing to their underground HQ - the be behind it. 

adored it. freeform campaign, offering up new Cybernetics Lab and Genetics Lab. One would think these hulking 
Needless to say then, we're rather units to choose from, 47 additional Both of these new rooms tie into two metallic monstrosities would turn 

happy that Enemy Unknown is getting mission maps, new enemies to scan new classes, the G-Mod Soldier and the tide of battle in humanity's > 
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favour, but the aliens have their own 
breed of mech, which is suitably 
dubbed the ‘Mechtoid’ 

Both variants of war robot have 
roughly twice as much health as a 
well-trained Heavy Soldier, but poor 
placement can still cause them to fall 
in just a couple of turns. Stil 
sometimes it's worth the risk of 
getting up close to enemies, just to 


see the MEC's rocket-powered punch 


in action. Simply put, there's a lot of 


purple blood and entrails everywhere! 


The G-Mod Soldier also has a few 
mm tricks as well, such as the Needle 
~ Grenade (think Halo) and the 
a Psi-Backlash ability, which 
y | automatically kills mind-reading 
; \ sectoids if they try to turn a suitably 


brothers and sisters. 


powered Trooper against their human 


ABILITIES 


View and assign new training to this 
soldier. 


The only thing that sullies our 
excitement for this bucket load of new 
content is how 2K have elected to 
deliver it. Those who own the PC 
version of Enemy Unknown can simply 
buy this expansion on its own, but 
that option isn't available to console 


“One would think 
these hulking metallic 
monstrosities would 
turn the tide of battle in 
humanity's favour” 


gamers. Instead, if you want this new 
content for either Xbox 360 or 
PlayStation 3 you have to buy the 
XCOM: Enemy Within - Commander 
Edition which includes both XCOM: 
Enemy Unknown and the new 
expansion together, leaving fans with 
two copies of the same game. That 
decision, whichever way you look at it, 
is fundamentally stupid. We suspect 


> 
HP: 7 Will: 44 
Defense:0 Aim: 70 


platform holder politics is at play 
limiting 2K Games’ options 
distributing this new content, but it 
doesn't take a genius to figure out 
which version of Enemy Within will be 
the more expensive come release. We 
really hope these data limits on DLC 
go away next-gen. 

Whatever platform you buy it on, 
Enemy Within seems like a worthwhile 
and important extension of Firaxis’ 
excellent XCOM revival, especially 
when you consider the tactical impact 
of these units, not just in Enemy 
Unknown's single-player campaign, 
but also competitive multiplayer as 
well. If you enjoyed your time with 
Firaxis’ take on XCOM, Enemy Within is 
set to offer more of the same. ml 


Click here for up-to-date 
prices and offers now! 
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Toying with simulated humanity 


Simsd motional torment is something 
The Sims has been built on since 


the very beginning — be it 
trapping a new Sim in a ladder-less 
swimming pool to get a quick 
injection of Simoleons, or naming and 
modelling a sim after your real-life 
boss so you can deny him toilet 
breaks in-game just as he denies you 
them in the real world. As with all 
great sandboxes, it’s the player's 
imagination and creativity which 
determines enjoyment, just as much 
as the tools the developer offers. 

At gamescom, Maxis were keen to 
point out that with The Sims 4, they're 
eliminating as many interface barriers 
as possible in both the main game 
and the creation suite, in order to 
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ensure that the player's creativity is the 
star of the show, not their mastery of 
the menus. 
Centre to this idea is an all-new set 
of creative tools revolving around 
designing both the Sims themselves 
and their dwellings, from setting a 
house's foundations to deciding 
whether that family picture would 
look best on the dining room wall or 
in the kitchen. This series has always 
boasted that kind of varied choice 
but for the fourth entry, Maxis are 
adopting the same kind of ergonomic 
design as they implemented in 
SimCity, Rooms can be duplicated, 
including all furniture inside, and 
snapped onto a house with no fuss, 
and foundations can be raised or 


lowered by players tugging on 
orientation arrows with their mouse. 
Manipulating wall height and roof 
patterns in previous games was 
obtuse and complicated, but here it 
looks to be intuitive and simple, while 


“It’s the player's 
imagination and 
creativity which 
determines their 
enjoyment” 


offering that complexity and choice 
players love so much. It's still possible 
to fawn over wallpaper, furniture, 
lighting and tiling choices but now 
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players can purchase pre-made 
rooms, like they're shopping in Ikea. 
Once purchased you just simply snap 
them onto your house, with walls and 
furniture morphing around obstacles 
without player intervention. 

Veterans of this series may be 
unknowingly grinding their teeth at 
this focus on accessibility and ease of 
use, but we were told none of the 
previous game's detailed building and 
customisation minutiae have been 
sacrificed to accommodate this kind 
of design ethos. The same goes with 
the Sim creator as well, with players 
now able to directly manipulate a 
Sim’s face by clicking and dragging 
on it — pulling on individual 
components like lips, nose, pupils 


PREVIEW 


Pull on the arrows to 
change the shape and 
height of any room. 


and any other detail, tweaking it to 
their whim. There's still dozens and 
dozens of sliders for every facial 
element you could think of (even to 
the degree of being able to push a 
beauty spot all around a Sim’s face) 
but we found the act of extending 
and shrinking nose bridges and 
elongating upper lips much more 
enjoyable when we could pull them 
in and out with a simple click and 
drag. Messing around with body 
types and clothing choices offered a 


There's still a number of sliders for players to 
toy with if they wish, but getting hands-on 
with a Sim's face is much more fun! 


similar level of freedom. Sims now also 
have four different walk options 
available to them (Swagger, Party 
Walk, Snooty, and Default) but during 
our hands-on we weren't able to 
tweak Aspiration, Age or Trait options. 
As with previous games, those 
character choices are still there, it’s just 
that Maxis are still tweaking their 
implementation to perfection. 

Unfortunately our hands-on time 
with The Sims 4 didn’t extend outside 
the editor. Instead we could only take 
Producer Grant Rodiek’s word that the 
new Al Emotion engine completely 
changes the way Sims interact with 
each other. Mood now determines 
what interactive choices are available 
to the player — for instance, a Sim 
won't flirt with another if he or she is 
in the throws of depression. Listening 
to music, watching TV or going nine 
rounds with a punching bag can shift 
their mood, but exhaustion, hunger 
and the need to take a trip to the 
toilet can still swing moods. 


Even a sim's iris size 
isn't out of the player's 
tinkering bounds! 


na 
We were essentially shown an 
extended version of The Sims 4 
demo which debuted during EAs 
gamescom keynote ending with two 
lovers flying into the heavens inside a 
red suggestively shaped rocket ship, 
but the game still looked impressive 
in person. The character animations 
are still delightfully exaggerated in a 
manner only Maxis and Dreamworks 
can pull off, and we also spotted a 


“The Sims 4 will 
boast an offline game 
mode. Score one for 

the good guys!” 


streamlined interface which 
highlighted any given Sim's current 
mood status and influences while 
also offering up more space to show 
off action between characters. 
Other improvements were also 
fleetingly mentioned during the 
presentation, such as the ability for 
Sims to engage with activities and 
conversations with multiple people 
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rather than just one-on-one as before 
—as well as confirmation that The Sims 
Awill indeed boast on offline game 
mode. Score one for the good guys! 
Overall, what we saw and got to play 
of this sequel seemed massively 
encouraging, especially for a game 
that's still in a pre-Alpha state. 

What'll be really interesting to find 
out is how online play factors into 
The Sims 4, and whether this sequel 
will make an appearance on either the 
Xbox One or PlayStation 4 down the 
line. We'd presume both would be 
safe assumptions to make, but with 
Maxis burned so mercilessly on the 
ambitious ‘connected play’ idea for 
SimCity, we wouldn't be surprised if 
they kept The Sims as it is rather than 
break an already successful mould. 

The Sims has always been about 
creating stories, and it'll be very 
interesting to see 
what tale EA and 
Maxis tell regarding 5 = 
this new entry before 
it launches on PC only 
in 2014. 
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ASSASSINS | 


/ REEDIV™ | | ynicism can be a terrible thing. 
| @ BLACK FLAG} i 
\ C: the one hand, we'e really 

a excited to see the Assassin's 
Creed seri 
territory starring an all-new piratey 
protagonist named Edward Kenway, a 
watery open-world and more nava 
combat than you can shake a galleon 


es move into truly uncharted 


at, but on the other it’s difficulty not 


view this 


s+ 


O 
annualised franchise's shift to 


a Caribbean setting during the Age of 


Piracy as 
to revive 


an easy and frivolous means 
a faltering series. 


Until you see Black Flag in action 
for yourself, it’s easy to hold the latter 
opinion rather than the former but 
rest assured, Ubisoft Montreal aren't 
sacrificing this series’ soul in pursuit of 
greener pastures. 

Fighting enemies is still a matter of 


blocking 


and countering with expert 


Black Flag's hunting 
missions won't win 
Ubisoft any fans in PETA. 


timing, there are still giant towers to 
ascend to map out nearby areas or 
indeed islands, and there's still a grand 
conspiracy to unravel. It's just that 
layered on top of these distinctly AC 
tropes are 47 different islands to map 
out and explore aboard Kenway’s 


“Ubisoft Montreal exploration, directly controlling speed | treasure. Black Flag is certainly different 
/ “fe . and navigation, while signalling when | from the Assassin's Creed norm, but if 
aes eae this cannons and ship-based mortars players park their cynicism for just a 
series soul In pursuit | shouldbe fired. Combat is similarly moment they'll find an occasionally 


of greener pastures ‘ involved with players able to ram ships, | familiar yet unique open-world 


signal their allies to board or duke it out | experience before them. 


own Jackdaw ship and his growing with a Captain mano-a-mano. 

pirate fleet, with recruits interned from Battle opportunities can be 

bars and vanquished Colonial vessels. triggered at will thanks to the open Pi a-\@ CE (@] 
We were taken aback by just how nature of the world and there's more wt =U iv a Ng 

hands-on the Naval aspect of Black varied activities on offer too, like whale 

Flag actually is, with the protagonist hunting armed only with a harpoon 

taking the helm of the ship during and searching out underwater 
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manages to turn every 


mobile phone in 


Gotham into his 


own personal listening and watching 
network in order to track down The 
Joker, and then Lucius Fox walks in 
and tells him, “This is too much 
power for one person”? Watch_Dogs 
is the game equivalent of that high 
concept moral quandary, and that’s 
why it is set to be one of the smartest 
and timely open-world releases you'll 
see in 2013. 

The gamescom demo we 
witnessed featured the protagonist 
Aidan Pearce killing security guards 
with the aim to make his way into a 
local CtOS (Central Operating System) 
so he could gain complete control of 
that slice of the game world. The 


A power fantasy with purpose 


o you remember that part in 
The Dark Knight when Batman 


cover-based shooting gameplay on 
show was predictable, but it was the 
moral decisions after this bout of 
combat that we found really interesting. 

One moment, for instance, sees 
the player-character scanning civilians 
for their credit card information so he 
or she can add some dollars to their 
tally, while the next civilian scanned 
showed their criminal record (if they 
have one), their profession, marital 
status and vulnerability to future 
criminal activity. 

These touches not only gave 
Ubisoft's carefully constructed version 
of near-future Chicago unparalleled 
life and context, but they also 
presented an opportunity for more 
player interaction with the world, be it 


tailing 


criminals, keeping vulnerable 


civilian 


5 safe or creating chaos by 
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fiddling with traffic lights, stealing 
cash and disabling security systems. 
Story-driven campaign and 

seamless multiplayer integration aside, 
Ubisoft Montreal has created a world 
where the player can choose to either 
be the valiant protector or the feared 
villain, and that's something that’s 
embedded into the core of this 
experience from the very start. Aidan’s 
power to hack an entire city ona 
whim is too much for one man, and 
it’s how players respond to this 
responsibility which will prove just as 
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Gameplay still revolves around 

driving and shooting, in addition 

to hacking, but scratch underneath 

§ Watch_Dogs fancy veneer and you'll 
find a very insightful experience. 


interesting as the game itself. If you 
want to blast through Watch_Dogs 
brainlessly you can, but if you switch on 
your intellect for just a moment you'll 
find a game experience that poses 
some very challenging questions. More 
games like this please Ubisoft! 
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Takedowrn's realistic ballistics simulation 
means that bullets have the ability to go 
through various materials in accordance 
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A throwback to the hardcore shooters of old... 


aying Takedown: Red Sabre 
p::: an experienced shooter 

team is like watching poetry in 
motion; seeing players make their 
way through rooms, sweeping 
corners, watching entry and exit 
points and calling out potential flank 
spots in a way that’s both efficient 
yet natural. And honestly, this kind 
of dedication is really the only way 
to play Takedown effectively. 

The debut effort from Serellan, a 
studio formed of Red Storm, Zipper 
Interactive and Day One veterans, is 
undoubtedly a spiritual successor to 
the likes of Rainbow Six, SWAT, and 
Ghost Recon, but it's still revelatory, 
despite its throwback nature. 

This is gun combat in its purest 
form, with soldiers able to be killed 
in one expertly placed shot and 
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bullets poised to penetrate surfaces 
like doors, windows, glass and even 
concrete with unprecedented 
realism. There's no concessions like 
downed states or any of that 
nonsense here, instead Takedown: 
Red Sabre is as hardcore as it comes, 
with a handful of scenarios boasting 
randomised objectives and enemy 
placement which changes on every 
load. Level playthroughs can last as 
long as 30 minutes with competitive 
multiplayer options of team 
deathmatch and attack/defend 
providing more immediate action. 
In truth, there doesn't seem to 
be a lot of content in Takedown but 
Serellan’s carefully constructed 
scenarios — built around saving 
hostages, defusing bombs and 
neutralising threats — have been 
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with weapon and bullet spec. 


There's a myriad of different 
scopes, sights, silencers and other 
attachments to choose from — all 
based on real-world configurations. 


built to accommodate long-term 
replayability. Nuanced Al also helps 
significantly in this regard, with 
enemies choosing to attack, fall 
back and regroup in accordance 
with the state of the player group in 
front of them. 

t's a shame there isn't a ‘Plan & 
Go’ system like SWAT 3 of old, but 
players can choose from several 
specific entry points prior to tackling 
levels. There's also a host of different 
weapons, attachments, grenade and 
armour options to choose from. 

It is possible to enjoy Takedown 
while playing on your own with Al 
squaddies backing you up, but really 
this is an experience tailored for 
dedicated co-operative play with 
everyone miked up and constantly 
communicating with each other. 


There will be times when you die 
not knowing where that killshot 
came from, and some playthroughs 
will end in a mere seconds as the Al 
catches your team off-guard, but 
these moments of frustration only 
make the taste of victory that much 
sweeter. Serellan has produced the 
kind of tense and dramatic shooter 
which rarely appears nowadays and 
if you have any nostalgia or intrigue 
about how starkly shooters used to 
be then you owe it to yourself to 
check it out. 
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Let loose the spells of war! 


e'll be honest, Magicka: 

Wizard Wars isn't exactly 

the direction we expected 
Paradox’s madcap Mage-ridden 
series to go. The strength of the 
original was Arrowhead Game 
Studios’ consistently barmy 
storytelling and inventive 
spellcasting system, so to distil that 
experience into what amounts to a 
multiplayer-only arena game seems 
a bit odd. Playing Wizard Wars for 
ourselves at gamescom didn’t 
change that opinion but it did open 
our eyes to the multiplayer potential 
this series offers. 

Rather than following in the 
footsteps of this franchise's original 
creators, Paradox North are 
producing more of an action- 
orientated experience, with a 
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streamlined spellcasting system and 
a responsive and refreshingly bug- 
free game engine. These tweaks, 
along with the new four-versus-four 
multiplayer framework, are certainly 
welcome with Wizards battling to 
control capture points on finely 
tuned maps. Keep control of these 
points and your team will be able 
to respawn, loose them and death 
suddenly becomes a lot more final. 
Whichever team accomplishes the 
most kills or stops the enemy 
Spawning wins. 

Aside from some Al sheep and 
farmers to set aflame, players are 
alone to fight it by once again 
combining steam, fire, ice, death, 
arcane, shield, cold, spray, earth, 
lightning and life elements in 
easy-to-cast spells, in addition to 
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summoning more advanced 
magicks like Death and meteor 
showers via the hot bar. These 
abilities range from mundane speed 
buffs to earth-shattering attacks, 
and they recharge as damage is 
dealt to the other team. 

At first glance, Wizard Wars 
appears like your typical MOBA, but 
the pace of combat is much faster 
than that. As you'd expect from a 
free-to-play game, buff-granting 
visual items are offered in 
abundance, ranging from new 
pointy staffs to garish new robes, all 
with their own funny descriptions. 


Magicka’s light and silly tone has 
come across wholesale to Wizard 
Wars, but along with it has come a 
new sense of depth and strategic 
sensibility. Wannabe players can 
currently register to be part of the 
game's on-going Alpha and it'll be 
very interesting to see what kind of 
audience this spin-off garners. m™ 
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Click here for up-to-date 
prices and offers now! 
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SOUTH PARK 


THE STICK. 


Finally, a game that's worthy of the show’? 


ans of South Park have had to 
FE: up with numerous crappy 

game cash-ins. There was that 
first-person shooter on the N64, that 
god-awful kart racer on Dreamcast, 
and it’s best not to even mention 
the recent Xbox Live Arcade 
releases. The point is, if you like 
South Park and videogames, you've 
probably been burned by a fair 
number of crappy licensed efforts 
based in Matt Stone and Trey 
Parker's iconic universe before, but 
for what it's worth, The Stick of Truth 
seems to be shaping up pretty well. 

Obsidian Entertainment are 

seeking to recreate that ‘episode 
from the show’ vibe as much as 
possible, with the boys taking part 
in a town-wide fantasy role-playing 
game with Kyle and Eric 


representing the Elves and Cartman 
and player-created new kid ‘Sir 
Douchebag’ siding with the humans. 
Our brief seven-minute gameplay 
demo kicked off with Douchebag 
and Cartman looking for a Baird at a 
friend's house, hastily erected to look 
like the Giggling Donkey Inn. Inside, 
Cartman haphazardly asked about 
the Baird's whereabouts, leading to 
the hustle and bustle inside the Inn 
ending in a distinctly Wild West 
manner as the gang's inquiries 
forced them to retreat to the 
basement for a bout of JRPG- 
inspired combat. Bolstered with 
vibro-blade dubbed dildos, super 
dodgeball smashes, fart-powered 
flame grenades, shit nuggets, 
armour made out of metallic wrap 
and other abilities chosen from a 


Combat contains lots of throwaway 
lines of dialogue. Hopefully Obsidian 
has recorded enough lines so that 
they aren't repeated too often. 


drop-down menu, the turn-based 
combat system channels traditions 
forged by games like Paper Mario, 
with players choosing attacks 
with the option to score further 
damage when timing a button 
press just right. 
While this tried and tested 
combat system won't turn any 
heads, it’s the calibre of Stone and 
Parker's writing during the game's 
numerous in-game cinematics 
which makes up the bulk of Stick of 
Truth’s attraction. We saw plenty of 
flashes of funny brilliance here, like 
Cartman quickly ingesting a sachet 
of ketchup so that he could 
delivered a suitably blood-soaked 
coughing fit on queue or Jimmy 
being hired as Colorado's finest 
song and dance man. All the 
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hallmarks of the South Park are here, 
it's just the game part we're not sold 
on quite yet. The demo also focused 
on a Facebook-inspired crafting and 
equip menu, but the real message 
on show was that Obsidian’s 
traditional RPG-experience release is 
shaping up rather well. If nothing 
else, The Stick of Truth seems an 
improvement over the vast majority 
of other South Park games out there, 
and while that might not be saying 
much, it’s nonetheless a step in the 
right direction. 


rreurdaeri 


At certain points in the 
story, players will be able 
to explore South Park at 
their own whim. 
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A nostalgia trio to the glory days of WWE 


espite boasting anew name 
D:: anew publisher, WWE 

2k/4 is the kind of wrestling 
experience we've come to expect 
from Yuke's. In this case that isn’t a bad 
thing though, as the lack of big 
gameplay changes allows the 
nostalgia-focused '30 Years of 
WrestleMania’ mode to stand out. 
Scratching a similar itch to the 
underrated WWE All Stars, at 
gamescom we got to play a couple of 
historical matches from this game 
mode featuring Hulk Hogan vs. Andre 
The Giant, Undertaker vs. HHH, Ricky 
Steamboat vs. Randy Savage, and our 
personal favourite: Edge vs. Mankind. 


No doubt there are some truly 
classic matches in there, and this was 
but a slice of the full 17-match 
selection, but as children of the 
Attitude era, it was impossible for us to 


“Hulk Hogan vs. 
Andre The Giant, 


Undertaker vs. HHH, 
Ricky Steamboat vs. 


Randy Savage...” 


not choose the aforementioned 
bloody encounter from WrestleMania 
22, and we were bowled over by what 
we played. These classic matches 
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follow an objective-based template, 
where players have to recreate key 
moments to get to the next part of 
the proceedings. For instance, before 
we could spear Foley through a table 
set on fire by Lita, we had to rough 
the big guy up a bit and spear him in 
the ring. Seeing these objectives in 
black and white never failed to raise 
awry smile, and pulling them off 
produced a level of wrestling- 
associated glee we frankly haven't 
felt for years. 

WWE 2k/4 plays the nostalgia card 
incredibly well with presentation 
touches from every era and archive 
footage-laden mini-vignettes which 


Classic matches don't include as 


much 


blood as you remember, 


but that’s probably a good thing. 


offer additional context to each 
legendary bout featured. 

WWE 2K74 still boasts the current 
crop of superstars, character creation 
tools, career mode and all that jazz, 
but if we're being honest, the 30 Years 
of WrestleMania mode ticks our box in 
a way the modern stuff really doesn't. 
For fans of sports entertainment’s 
yesteryear, this is the game to get! 
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Neat little presentation 

touches like film grain 

add more of a retro feel 
§ toclassic matches. 
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We pass the latest Total War sequel tos series veteran, David Just Call Me Caligula’ Brown 


PUB: SEGA 

DEV: THE CREATIVE 
ASSEMBLY 

LAST GAME: 
TOTAL WAR: 
SHOGUN 2 
PLATFORMS: PC 
OUT NOW 
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lhe crew behind FirstLook 
Titesazn know a lot about 

games, but Lord knows we 
don’t play absolutely everything. 
So when we come across 
something we don't know two 
figs about, we pass it onto 
somebody who does. This month 
that pleasure goes to long time 
Total War aficionado and former 
PC Zone dogsbody David Brown, 
as he’s penned his thoughts on 
what he likes and dislikes about 
Total War: Rome II for our 
pleasure. Take it away Mr B. 


| was originally going to call this article 
‘In Defence of Rome II’ but after a 
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more ex tended play, | feel there's 
enough issues here to not warrant 
such a title. Hopefully what will 
emerge is a balanced, fair appraisal of 
the game, completed with a bit more 
experience and time put in than 
those pesky deadline-day reviewers. 
Anyway, we won't waste time 
explaining the concepts of the game 
beyond this: big map, play as Romans 
or some others, split between 
campaign and battle maps, lots of 
fighting, diplomacy, economics, etc. If 
youve played a Total Wargame, you 
know what's coming. Essentially, it’s 
the same core idea. So, as it's more 
sensible, let's dive right in and talk 
about the minutiae, the finer points 


a: 
i —_ r 
of what makes this entry different, 


better and worse than its predecessors. 


Let's begin with the Ul. It's the first 
thing you'll have to contend with, 
after all — you can’t make an Empire 
without an interface. It's certainly 
different to, say, Shogun Il. Creative 
Assembly. has clearly decided, rightly 
or wrongly, to condense everything 
into the main play space, so there are 
no extra windows or information 
ontained in all sorts of toolbar 
uttons that you might miss. 

Unit and character information, 
hiring new units, research, trade info 
and objectives: all of these things are 
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done in mini-windows that pop up 
from the main Ul bar. Diplomacy 
brings up its own window, as does 
the Faction button, but generally 
everything is contained within the 
main screen. At first, the way 
everything is set up is perplexing. 
While the Prologue tutorial campaign 
helps, it'll still be a while before you 
are clicking with any authority. 

Delving further into the interface, 
we come across many topics for 
discussion. Let's start with Stances. 
This is a great idea. ‘Fortify’, ‘Raiding; 
‘Ambush’, ‘Forced March’ and the 
dreaded ‘None’ offer interesting new 
ways to approach moving units 
about the map. ‘Fortify’ and 
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Triarn 
Wealth, eyperience and age 
make these battle-hardened }* 
veterans a fearsome force. 
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‘Ambush’ both grant exclusive things, 
= like the construction of a wooden 
= stockade to defend yourself in the 

~ former (plus stuff like ‘beds of sharp 
stones’) and ‘+1 set of fire balls’ for the 
~ latter. Who doesn't want to roll balls of 
Ps F —__ fire down from an ambush position? 
It's a superb idea. 

Ignoring the ‘Army View’ button, as 
it's just that, we come to ‘Details’ This 
can be activated when viewing cities 
or armies, giving you lots of info on 
how your provinces are doing and 
what upgrades and stuff your armies 
are needing. This is no Empire, with 
loads of icons, facts and figures 
assaulting you. It’s clear, concise and 
easy to understand. 

Some reviewers have questioned 
the way provinces work, so let’s 
—— discuss them now. Most big areas in 
Rome ll are split up into a number of 
settlements. Gone are the days of one 
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city equalling one province. Britannia, 
for example, has four settlements to 
conquer. Once you get all of them, 
you can issue ‘Edicts; giving bonuses 
to trade or whatever for having 
control of the whole province. Simple. 


“No longer are there 
hundreds of little 
armies flying about 
the place” 


Questions have arisen about 
oversimplification, but your 
correspondent totally rejects these 
queries. One major problem seems 
to have been, “Why do my provinces 
suffer unrest? It’s all lumped together 
now, oh my god, it’s all so confusing.” 
No, it isn’t. The solution is very 
simple: click your province, click 
Details, hover over the Public Order 


Balite DEPLOYMENI 


The odds calculator 
was annoyingly broken 
when we played. 


Region: Capua 


bar and bam! The tooltip clearly 
explains just what's happening. 

The problem for people seems to 
lie in being too rooted in the past and 
not being able to move on from the 
way things used to be - eg one city, 
one province. It’s still just as simple to 
fix unrest problems, and for your 
correspondent as easy to understand 
as a concept. In fact, it's more flexible. 
Instead of having one city to build 
stuff in, you now have, say, four. This 
means a greater variety of buildings 
can be spread out in said province. 
Playing as the Iceni (Britons) you could 
have Camulodunon as your financial, 
industrial hub, Eoorakon as a place to 
build population-soothing groves, 
Moridunon as the fishing place and 
Iska as a place for building unit 
upgrade installations. Simple. What's 
really confusing is how this is a 
problem for so many. 

The only issue was, perhaps, 
understanding just how squalor 
works, which is too much industry (or 


You are defending against Samnium! 


Terrain: Hilly Light Forest 
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urbanisation) and not enough culture. 
At first, you'll probably want to 
expand industry and get a load of 
cash, but the people won't like living 
in dreadful cities-they'ldemand 
culture or religious things to balance 
their existence. And that’s really all 
there is to it really: balance. = 
Unit recruitment is the next button 
and this is now down exclusively on 
the army page. No longer are there 
hundreds of little armies flying about 
the place, as now you have a handful 
depending on Empire size) and you 
muster’ directly into them. No hiring 
units and then waiting four turns for 
them to trundle from your city to the 
frontline. It’s simple, if perhaps less 
realistic, but ultimately it just makes 
things easier and less fiddly. 
Objectives are given now in 
different forms. You get short (a few 
turns), medium (no time limit) and 
ong-term goals, the latter being 
the overall ‘win’ condition. Simple we, 
enough. Different cultures have > 
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varying conditions, like the Iceni 
having to raze a load of places to win, 
while others wouldn't have such a 
barbaric condition. 

Speaking of razing cities, each one 
now has (depending on buildings 
constructed) significantly larger 
garrisons than in any previous Total 
War title. As you have fewer armies, 
you can't afford to have loads of them 
garrisoning places, so you have to rely 
on the locals and militia to do so. 
Buildings all provide X number of 
basic units, while more advanced 
ones give you precious stuff to help 
defend. It means far less waltzing into 
undefended territories and killing the 
two units of militia in there. While a 
mob or farmer won't be able to 
defend well, and will probably lose, 
you can at least do some damage 
—and if you're lucky, blunt attacking 
forces enough for your local army to 
return and retake the city. 
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Another good idea is that taking a 
faction’s last settlement doesn't 
immediately mean they die. They 
have a chance, while suffering 
attrition per turn, to recapture 
somewhere in a desperate bid to get 
back into the game. If the main army 
is away and you sneak in to take a 
territory, they can (ifthey’re quick 
about it) come back and save 
themselves with a last-ditch attack. 
The only problem is that when they 
have lots of small units, the Al can 
waste time attacking places with 
about 20 guys against 2,000. So, 
without boring you too much longer, 
there's lots of neat tricks and ideas 
that have been added to Rome I. Now 
here's what's not so neat. 


The ‘odds calculator’ before each 
battle is, basically, completely broken. 
It’s wildly inaccurate at the best of 
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search this technology to unte 
@ three military rechnology 
chains 


times, meaning your unit of veterans 
will lose an auto-resolved battle 
simply because the enemy has loads 
of farmers or mobs and outnumbers 
you, technically. It's always been a 
thorny issue for the Total War series, 
but this time it’s totally broken. And 
we're not entirely sure why. 


“The Al can waste 
time attacking places 
with about 30, guys 
against 2,000" 


Each General has stats to do with 
Zeal, Cunning and Authority, plus 
some others, but they're not 
explained well at all. At least, in terns 
of what actual effects these things 
have in practice. If you don't know 
what an upgrade does, why would 
you choose it? 


Miaitary 


Clan politics is perhaps the greatest 


example of a non-feature at this stage. 
It's there, but it does, basically, flip all. 

Your guy is being blackmailed. So 

what? If | let it happen, his ‘gravitas’ 
number goes down and... nothing 
happens. After 100 years of a 

campaign, not one thing to do with 
faction politics has made a real 


difference. Things are said to have PV AN 


happened, but you just carry on as if fg 
nothing has. It seems to your a 
correspondent that this feature, which (0s 
was rich and useful pre-release (and 


terribly for whatever reason. If you 
ignored it, it's difficult to say whether 
it would make a single bit of 
difference. Sad. 

Alis always a perennial issue and, 
on the campaign map and on lower 
difficulties at least, the non-human 
factions are distinctly non-invasive. 
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this is speculation), has been neutered jammin: 


The new engine can produce 
amazing visuals, it’s just a shame 
that along with that fidelity 
comes a lot of game} Ee issues. 
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Naval battles are as 
perplexingly complex 
as ever. 


= 


As in, they'll fight you well when you 


go to war with them and they'll 


attempt to take settlements back. 


However, they don't ever seen 


n to 


invade you. Is the Al too pacifist or 


are CA trying to let people on 


difficulties off the hook? Again, 


lower 


difficult to say. They do at least use 


ships to attack over the water. 
So that's a few things from 


Cough. 
the 


campaign map dealt with. Now, the 
battles — this is where most people 
wake up and pay attention. These are 
more difficult to deal with than the 
campaign map. Some find the Al too 
easy to beat, some find it hard. Some 


| like challenging battles but an easy 


campaign. How do you cater for 
everyone? The answer it seems is to 
have sliders for battle difficulty, even 
though the challenge can be at odds 


with that of the campaign. 


This toggle isn't obvious, though. 
In fact, only during research for this 
article did your correspondent 


discover the slider. Up until that point, 


the battles were 00 easy in general. 
Naval skirmishes, on the other hand, 


weren't, as they were as perplexing to 


figure out as ever, b 


ut on land, things 


aren't that tough. The main issues 


seem to be 1) the A 


lis dumb and 2) 


things are too ‘blobby’. 


Number one is a 
Sometimes the Al d 
makes you nod you 


perennial issue. 
oes things that 
r head and say 


“Clever” and then in the next battle 


pe CA ating 


to let peo 


eon 


lower difficulties 


off the 


hook?” 


they'll stand still whi 


le you pepper 


them with missile weapons. This is an 


age-old problem fo 


Rome llis no excepti 


rthe series and 
on, sadly. It will 


probably be improved by modders 


and/or patches, wh 


ich isn't ideal and 


shouldn't need to h 
happened in every 


ajppen, but as it’s 


single game so far, 


it's a little easier to live with. Certainly 
the Generals in Shogun 2 did some 


goofy things - ull like humans do, 
incidentally. It's definitely worth 
bearing that in mind. 

Secondly, ‘blobby’ means that 
lines of battle can become blurred as 
huge clumps of men form ‘blobs’ of 
warriors fighting it out. Now, this need 
not be an issue. Abilities like shield 
wall or phalanx can keep your men in 
order and, let us not forget, it’s fairly 
realistic for tight lines of battle in 
ancient times to descend into chaos. 
This isn't the 18th Century, this is a time 
for hordes of Barbarians swarming over 
the enemy. ‘Blobs’ will happen, but it’s 
by no means inevitable. 

A few more battle issues before we 
leave each other. Boats can now assist 
battles on coastlines or in harbours, 
providing crucial reinforcements. 
Incidentally, on the campaign map, 
one of the best new features is a Civ 
V-style embark ability, where units 
simply move onto the sea. Realistic? 
Debatable, but oh so useful. 

The tactical view is wonderful, 
even if you probably won't use it as 
much as you should. Providing a 2 


top-down, boxes-for-units view, > " 
he 
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There are already lots of 
mods available, and we 
suspect the community will 
fix a lot of Rome II's issues 
before CA get round to it. 
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“Stay where you are 
boys. Remember to 
protect your General at 
all costs” 


you can see what's happening 
everywhere, and this view crucially 
offers a better representation of lines 
of sight. Ah, line of sight. So often an 
annoyance, in that units on one side 


# can be seen clearly by units on the 


other, despite a big mountain being 


+. in the way, but for Rome Ii that has 


been solved. Units will remain hidden 


~ until spotted and can also disappear 


when out of view again. The potential 
for ambushes and sneak attacks is 
mouthwateringly exciting, especially 
for multiplayer hijinks. 


Pathfinding is 
meaning you can 
your units are go 


has the moveme 
know, the one wi 


also now visualised, 
see better how 


ing to move to the 
position you want. But, alas, 
movement. Where the ****ing hell 


nt wheel gone? You 
th commands like 


~ advance, wheel ri 


ght, decrease/ 


__ increase rank and file and so on. Ye 


/." forward. It was simple. Now you just 
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gods, why did they remove this? 
can understand the rank and file 
and wheeling stuff going, but the 
advance? It made you go straight 


a. 
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click and often end up facing the 
wrong way, forcing a realignment. It’s 
stupid, stupid, stupid. Put it back in, 
Creative Assembly, or there'll be trouble. 
Oh, one more thing. The time 
between turns. It's too long for 
people with lesser machines. That's 
not a good thing (but can hopefully 
be streamlined with patches). Our 
advice to help get around it? Turn off 


“Rome Il is a vast 
game, so it’s no 
wonder there have 
been issues and 
points of debate” 


ge en a 
Rome ll is a vast game, so it's no a cb 
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wonder there have been issues and 
points of debate. It'd be strange if 
there weren't. No Total War game has 
come through its birthing period 
unscathed. It's easy to forget the 
original Rome not being the stablest 
of creatures at first, but everyone talks 
about that as if it was sent down from 
Olympus itself. 
So while patches continue to 
pour forth and with Creative 
Assembly already apologising for the 
problems encountered so far (with 
the caveat of saying only 2% of 


players have repo 


good news is that 


rted issues), the 


Rome Il hasn't 


been pushed out and then left to 


enemy Al unit movement, for a start. 
You don't miss much really. Just keep 
an eye on crucial areas and you'll be 
fine. Also, playing in a window (if you 
can) allows for some browsing on the 


net while it processes. 
for now, it works well. 
We've gone on way 


ot ideal, but 


too long here, 


50 welll leave you now, but not before 


our concluding thoughts. 
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rot. Total War games are always 
long-term affairs and, while that 
might not be right, it’s at least better 
than them being short-term 
disasters. 


Thanks for your insights David. 
Next month we put F7 2073 
through its paces. We can’t wait 
to take Codies’ racer for a spin! = 
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GAME ON 


fter months and months’ worth of 
Aes and massive updates for 

Guild Wars 2, ArenaNet are taking a 
slight breather this month with the Tequat! 
Rising update. That isn’t to say the content 
isn't still important or game changing, but 
rather than offering new areas to explore 
or story content to enjoy, this is more of 
a foundation firming update. Case in 
point, the ‘Looking For Group’ tool which 
after being promised by ArenaNet for a 
long time, finally arrived this month and 
was celebrated by fans everywhere. 


that Battlefield 4 will feature its own 
subscription-based content service in a 
similar manner to the previous game. 


E lectronic Arts has officially announced 


a 


_ five expansions currently in development. 


Bosses throughout the game also have 
their difficulty tweaked in order to pose a 
greater challenge to players. Frankly, we're 
happy of the break really, as this slight lull in 
new content means we can tackle a few 
alts and finish up our main story. 


Obviously this news surprised absolutely 
no-one, especially as the last Premium 
earned so much revenue for the publisher. 
However, what did surprise everyone was 
that DICE listed the names of all the DLC 
associated with the Premium service, with 


The first will be China Rising, which can be 
snapped up as a pre-order bonus, and the 
rest are as follows: Second Assault, Naval 
Strike, Dragon's Teeth and Final Stand. 
Obviously these packs will be available as 
standalone DLC, but if you subscribe to 
Premium you'll get them two weeks early. mm 


TA Vis currently lighting up the charts 
G and dominating Internet chatter the 
world over, but that doesn’t mean 
the previous game isn't still getting a hefty 
amount of new mod content 
every month. Take for instance 
the Pro Drift Handling mod for 
Rockstar’s award-winning GIA IV. 
The size of this download is less 
than 1MB, yet the file changes the 
experience drastically, with cars 
able to dance around police with 
impunity. The handling model in 
GTA IV was always a little funky, 
but this fan-made content 


odern first-person shooters still owe 
Ni a huge debt to id Software's Doom. 

Sure, the shareware title from 1993 
has aged horribly, but the feel of wielding a 


breathes new life into it making what'll 
likely be the last few visits to Liberty City 
that much more memorable. Remember 
people, drifters do it sideways... ™ 


shotgun, rocket launcher or mini-gun when 

sending demons back to hell is still as fun 

as ever. Brutal Doom places extra emphasis 

on that ultra-violent appeal by adding 
distinctly modern touches like camera 
shake effects, randomised giblet spread, 
taunts, executions, the ability to kick 
enemies away and smarter Al design. 

The mod itself has been available in 

various guises since 2012, but the lone 
developer behind it is currently working 
hard on putting together the final 
ultra-polished bug-free version. We have 
high hopes that he'll finish it soon, but if 
not the current version is still up to spec. 
Go get some gibs! = 
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GAME ON 


GRID 2: Demolition Derby es AF CONAN: Hyborian Age lade 


f you take a trip onto Codemaster’s official Codemasters rectified that mistake by his mod for The Elder Scrolls V: Skyrim Schwarzenegger. Admittedly this mod is 
Jc: you'll see a fair amount of vitriol adding the mode to GRID 2 via free DLC, i offers up a new dungeon and story for a very niche taste, but the lighting and 

aimed at the developer. It’s one of those along with added mod support. quest featuring a load of highly detailed scripting work pulled off within is still 
things that has come to define the nature of | Developers like Codemasters deserve more custom models based around 1982's Conan _ absolutely stunning. Some effort has been 
the Internet in modern times. It isn’t what credit than they get and moves like this are The Barbarian movie starring Arnold made to ensure that the equipment and 
game developers do well which is talked the reason why. Bravo Codies, bravo! ws enemies found in this content 
about, it’s what they do poorly ie fit in the Skyrim cannon, but 
or perhaps more accurately, ; : : / so the story told is undoubtedly 
how the developer's vision , | - iS Conan through and through. 
doesn't match up with a 328 3 1%. ee This content includes three 
particular fan's. That was the amie, vt a “ ie exclusive music tracks 
case with GRID 2 and the 134i) eee ~ ' — emulating the score of the 
surprising omission of the apamey. S~ ~ "GRINS Walesa Ate ; = movie and some rather good 
beloved Demolition Derby ee DAYS oe *  voiceacting from Guinolas 
mode, but this month F ; 7 an playing the titular warrior. 


DEY: 


Borderlands 2: Upgrade ok) COs Starcraft Universe 0 i ala 


U sually when a title’s Game of the Year — Software and Borderlands 2. This month S«< Universe, formerly World of surprising about the pitch was that it had 


edition is announced, bundling both — Randy Pitchford’s outfit released the StarCraft, is the only mod which we've __ the full backing of Blizzard, despite players 
game and all previously released DLC —_ Ultimate Vault Hunter Upgrade Pack 2, which ever seen get successfully funded on not needing a full copy of StarCraft 2: Wings 
together, the developer stops working on a expanded the level cap by 11 more levels, Kickstarter. Earlier this month Upheaval Arts of Liberty in order to play. Blizzard deserves 
project, but that isn’t the case with Gearbox added more legendary weapons and a pitched their idea via the crowd-sourcing credit for allowing this project to flourish. 
new area named ‘Digistruct Peak’ service to create a free-to-play 
to explore. Surprisingly this MORPG based on Blizzard's beloved 
content isn’t part of the TS series. The game would use 
Borderlands 2: Game of the Year isti ts and tech, 
Edition, and according to Randy ut on release it would be freely 
Pitchford, more new stuff is on istributed via StarCraft 2’s internal 
the way. That may annoy some mod network, StarCraft Arcade. The 
gamers, but frankly it’s refreshing team promised an all-new storyline 
to see a developer support a set in an alternate timeline with fully 
product that fan’s evidently love voiced cut-scenes, cinematics and 
over a year after release. new music. Perhaps what was most 
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News 4 Gamers is a news website written by _ platforms including PlayStation 3, Xbox 360, 
gamers for gamers. Each story is submitted Wii, PC, DS, PSP and more. 


by a member of the community and ranked When you read a story on N4G, you can 

by popularity. You can comment on each click to go straight out to the full story : A. . cane 

article, and even if you're not a fully fledged = source, making this the ultimate gaming PS Ee and impressive 

writer, you can submit news tips for items news site, because it gives you access to the re 

you've seen elsewhere on the web! stories from all the games sites on the web, ; ~ nook 
The site has sections for all gaming rather than just its own. —_— 
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